


LANDS 



HOVER STRIKE 



2 Saveinti 





GETTING STARTED 



lyout Hovir SInke: UncantiiJtml Umis CO imo Jaguar CO Ujltlmetfia Player and close UK I 
I yout Memory TracK cartridge Id you have aiK{ Into the cartridge slot ol tiK CD Player. 


I the ihtioduclory \ 


HOVFRSTRIKE 


Ap 2 Set DittiaiHy 

Cheosi a dlHKUIty leysl lo Mp/n a ntw game. 


NEli) GAME/SAVED GAME 
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SELECT niSSION 





CONTROLS SUMMARY 


A DuRof) Accelsratt* 

BbuRofl Rre Photons’ 

CbiiRon Brake' 


Joypaa Right Rotate craR right 

Joypad Ug. Move crosshairs up' 

Joypail Down Move crosshairs down' 

Option — Select alternate weapons system 

Pause Pause the gaine 

1, 3 . . Rre alternate weapon 

2 Quided mlestte lock-on. ckisesl target 

0 Guided missile lock-on. cycle targets 

, 4,6 Change central viewscreen (Radar, Compass) 

. ^9 Switch tietween Internal and external view 

0 Toggle music on and ott 

BeUoypad Up/Down Zoom remote camera in/out (external view only | 

--SO BrJoypad LeR/Right .. Pan remote camera (exieinal view only) 

Joypad OownaAeC . . , . Engage reverse mode 

Joypad UpaArC Engage forward mods 

* . . Reverse thrust 
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USING YOUR UEAPONRY 








COCKPIT 






Shields: To the lower left ot (he rader/coiriMso disolay Is the shields gauge. wHh a Oar representing (he 

below half, the bar becomes yellow. Wien the shields are danggioiiBly low. the 0^ will flash red. and an s4m 

will sound. Shields are drained by enemy Nreand by running Into impassable slopes. 

ALTERNATE WEAPONS SYSTEMS 

A crucial part of your houemiafl's deslrucUve power is the alternate weapons systems. To keep track of your 
weaponry during the game, the tallowing displays ara available on the cockpll: 


Curran) Wnapon: To the upper right of the ladar/compass display Is the currently engaged weapon. Whan 
toggling weapons with Ibe Option button, you will see a plclure ot ttia weapon you have selecled as tha 
altemela weapons system 



LIVES AND SCORE 

Above Ihe coolg^. you are looking out ol the cockpit window. On the upper left ot the wtndnw. the number of 
remaining lives irS displaytd. and on the i^per right is the curient score 


IE 



POUERUPS 



OPTIONS MENU 


During gimeplay. press Pass* anil nnttn A B. or C button to bring upltie Opllaiu menu. Use Itie jDypid up 
4na down to select die (nttowlng opSons: 

Music Volume: Jse Ihe feWiIgnt Joypad lo turn Ihe music volume up/down. 

Main Volume: Use me letl/iigni Joypad to turn tne game volume up/down. 

Abort MIssloo; Use the lefvrigbl Joypad to abort me mission or cancel to return the previous Option menu. 





Fig 1. OpIlMS mtnu 

During garmpiay. M pause and lAe A BorC Hunan 
la Mag up this menu. 
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FINISHING A MISSION 

To nmsh 3 mission, you must Oesiroy Oie mlssioii targets, as specllieo In the mission dascnptlon. When you 
tinlsn a mission, your transport will retrieve you and your hovenrratt, and your shields and energy will be 
recharged for the nett strike. Hit any key to cancel the transport pickup sequence and go directly to the Select 
Mission screen. 
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ENEMY DESCRIPTIONS 




I ^ I UNO CBHWLEfl TANK: Tins lanK is much bigjsr lhan your own Cfafl, and lha aimamat 
g ' I Mudaslwin misslls-launchirs. giving it dsvaslating firepower <t fs extremely tDogh. w 
' * almosl lour limes as sliong as tliil of a heavy Unit. 






desiroyM, you must slay alert loi Ihe walker's head! It will separate from ttie body and attack 
you with photons. The computar-dontrolled head will 'buzz' your tank whililthng. and It will 
everHoally try to ram you! 


I TRAP-DOOR CUN TURRET: Similar IQ Ihe regular gun lurrel In appeirarice only. This lough 
machine will he found placed In Ihe ground, andcantildeeftactiveiy under any surface ll comet 
armed with rapid-hnng missile launchers and can be very damaging r( nol dispatched Qutckly. II 
■ I can Qtlan be laken out with mortar shells. 


ira^le{^.i|is Tb< 
1 UA gHaBe of 


P 


LAND MINE; Very small and difticuitto 
graat daal of damage to senslttve components on 
attention when these are nearby. 

MAGNETIC MINE: Attrecled ID the melallic alloys of your Hdvoitank. tnase Boating bombs n r 
lua your crattrelenttessly. and then exploOe on impact. Usa |rour radar to assist In ^ 
out thesi hazards. 




FLOATERS 

ThsTerrakons Mve ruslerid ttie ttcnnology ot nuNitying gravity, ind have buR a large Ileal which possi 
this ahlHty. These cralts aie caM Roaters, aai} mere are seveiil types that you will epcauutar Most are 
lightly armorep anp carry only a single pholon cannon. Bill IhayOo move qincUy. and can pursue youov 


OREOGING FLOATER: These enemy craRs somelimes carry powerups, transporting Iheni lor the 
Terrahlari troops. When destroyed, they will drop their payload and you can use it tor yourseRI 
These Roaiers will also be tound wRhoul powerups, emerging Pom itreir undergiouhd lactones. 
Aldiough not heavily annored, they can be dangerous in groups. 


CLOAKING FLOATER: Identical 10 the Dredger in appearance and neaponry. theCloahihg Floater ha 
the ability to disappear Pom youi radar screen while under Its cloak pi Invtsihllity. Targeting one Is 
dIffIcuR. and they only become visible when attacking 


n PATROL FLOATER: The PaPol Floater is equipped with twin photon cannons' And oi(||td by 
’ viQous sMi-and-destroy robolKS Their small attack prohle can make them drWicuItTdrevdni 
J guided missiie to hd 
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VARIOUS ENEMY TARGETS AND INSTALLATIONS 


Tliroiighmjt your rrany mJsskms, you viill otnn be given Terrakisn InsUlliillons end Industrl:! buildings as ■ 
urgels. Tliese are a lew ot the targets you will be asked to disable: 




PROCESSING STATION: Ttie heart of Itie Processing system. These must be destroyed to pul an 
end to the Terrakian’s bloody work and save the planet's colorrisls. 



Ifl 



SAVING A GAME 



I Mgnioiy Track cartridge < 
I numtHr of weapons you 


a-PLAYER COOPERATIVE MODE 


ADJUSTING VOLUrtE 





litis 
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